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It has been over ten years since the Linden Lab made the three-dimensional 
digital game <Second Life> in 2003, but most of the academic research on ‘second 
life’ is just resting on the introduction of the Linden game and its practical use. Some 
game art research about ‘second life’ on digital fiction (identity) and virtual 
community (relationships) is also limited in the specific game <Second Life>. This 
thesis aims at sublimating the concept of ‘second life’ from its particular significance 
in the Linden game <Second Life>, and then overall grasping and understanding it as 
a artistic characteristic of the large numbers of RPG games, which inherit the 
three-dimensional digital technology and highly realistic virtual reality from the 
Linden game <Second Life>. This is the focus and innovation point of this thesis.  
The first chapter Introduction clarifies the status of the relevant academic 
research; explains the background, reason and significance; states the innovation point, 
the research ideas and methods. 
The second chapter investigates the origins of ‘second life’, concluding them to 
the artistic ‘second world’ creation, the practice of the Linden Lab game <Second 
Life>, and the extraction of RPG games’ characteristics. Chapter Three analyses the 
characteristics of ‘second life’ in three aspects: the use of digital simulation technique, 
the virtual role-playing in the simulative ‘second world’, and the role of virtual life 
experience. Chapter Four divides ‘second life’ into three patterns: A hero complex 
prototype show, the reflection and salvation of the social aesthetic modernity context, 
the regression and inheritance of national culture of the post-colonial environment. 
    Guided by psychology of Humanism and game theory, Chapter Five analyses the 
mechanism of ‘second life’ in three aspects: the game players motivation and game 
types, the role-playing of game players, and the interaction of game layer in the 
virtual community. Chapter Six Conclusion discusses the relationship between the 
‘first life’ and the ‘second life’.  
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